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5: A cinch. A snap. A challenge for a Schmuck.

Routine for a pro.

10: A challenge for a Professional.

15: An Heroic challenge. For really inventive or

tricky stunts.

20: A challenge for a Master. Nearly super-

human difficulty.

30: You’ve GOT to be Kidding. Actual

superhuman difficulty.

Target Numbers Follow This Scale:

m
...for superhumans, compared to feats of physical strength:

30: Throwing a motorcycle.

50: Throwing a tank.

70: Throwing a loaded train.

85: Throwing a pile of 15,000 loaded trains . . .

100: Kicking the Earth five feet out of orbit.

Note the nonlinearity! This ain’t rocket science.

An Expanded Target Number List ...

THE GAME SYSTEM
Whenever anybody wants to do something, and nobody is actively

trying to stop him, AND the GM doesn’t think that success would be

automatic, the player rolls dice. If the total rolled beats (equals or

exceeds) the Target Number the GM sets, success! If not, failure!

This can be subjective, and anybody can try anything: Crossing a

chasm by swinging on a rope, vine or something similar would be

child’s play (automatic success!) for a Swashbuckler or a Lord of

the Jungle, easy (Difficulty 5) for a Pulp Archaeologist, and chal-

lenging but definitely doable (Difficulty 10) for a Gymnast,

Barbarian, or Thief. Even a Wheelchair-Bound Eccentric Occultist

could try it (Difficulty 15, but the wheelchair is lost unless the roll

beats a 30)!

1 die 2 dice 3 dice 4 dice 5 dice 6 dice

5 33% 83% 98% 100% 100% 100% 5

6 17% 72% 95% 100% 100% 100% 6

7 58% 91% 99% 100% 100% 7

8 42% 84% 97% 100% 100% 8

9 28% 74% 95% 99% 100% 9

10 17% 63% 90% 98% 100% 10

11 8% 50% 84% 97% 100% 11

12 3% 38% 76% 94% 99% 12

13 26% 66% 90% 98% 13

14 16% 56% 85% 96% 14

15 9% 44% 78% 94% 15

16 5% 34% 69% 90% 16

17 2% 24% 60% 86% 17

18 0.5% 16% 50% 79% 18

19 10% 40% 72% 19

20 5% 31% 64% 20

21 3% 22% 55% 21

22 1% 15% 45% 22

23 0.4% 10% 36% 23

24 0.1% 6% 28% 24

25 3% 21% 25

26 2% 14% 26

27 0.7% 10% 27

28 0.3% 6% 28

29 0.1% 4% 29

30 0.01% 2% 30
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Read Me
RISUS: THE ANYTHING RPG
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Version 1.1

The entire Risus rules-set, of course, would fit neatly on both sides
of a standard 3-panel cardstock screen, so if I ever end up with a
couple of grand and no other ideas, I'll publish Risus _as_ a GM
Screen! In the meantime, this GM Screen insert will turn any existing
screen into a Risus screen with the aid of a paperclip.

The screen file requires Version 5.0 or higher of Adobe Acrobat, or
the free Acrobat Reader (available from adobe.com). When printing, 
make sure "Shrink oversize pages to paper size" and "Expand small 
pages to paper size" are activated: They'll make sure the screen 
insert neatly fills whatever kind of paper your printer uses.

This file is freeware, like Risus itself, and this ZIP archive may be
freely distributed, provided the contents aren't altered. However, if 
you got this file anywhere other than the official Risus site, visit 
the site soon to make sure you have the most recent version! Risus, 
more Risus downloads, and plenty of Risus links are available at


          www.cumberlandgames.com


This file is Copyright 2001,2004 by S. John Ross.
Risus is S. John's trademark for his Anything RPG. Now get out and game.











